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JUST KEEP TELLING YOURSELF:

IT’S ONLY AVIDEO GAME... = +

ONLY A VIDEO GAME...

ONLY A VIDEO GAME...

It started as a college field trip to an old and
somehow evil mansion. You just wanted to study the
gruesome experiments of the world's most renowned,
yet twisted parapsychologist.

Then, things started going wrong. Terribly wrong.

The last things you remember were a blood curdling
scream and a dull thwack to the back of your skull.

You awaken to find someone or-something has taken
your girlfriend, and to save her you'll have to slaughter
seven levels of monstrous ghouls.

You're about to find out exactly why this horrible
place is called Splatterhouse.

And why no one has ever entered, and lived long
enough to talk about it.



s attention, try
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of a chance, try the
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at to the head.
[The slime stains should
come out in the wash.]
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Welcome 1o the third issue of TussoPLa! Thanks for all the cards and leltors. We read
every one and continue 1o add your ideas 1o the magazine. Starting with this issue we
have a rating system for our game reviews, Every issue will also have a new TG-16
contest, 80 you get a chance (o win more new games and hardware hére more than
anywhére else. Be sure 1o see our new contest on page 6! See you next time!
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Mot long ago | passed Keith Courage in
Alpha Zone. The text mentions some-
thing about another Keith Courage
adventure. When will this new Keaith
Courage game come out (if ever) and
what will it be like?
Donny Humme|
Thousand Oaks, California

Funny you should mention a sequel.
We've heard rumors that plans for a KC
2 are being worked out right now. Unfor-
tunately there is no scheduled release
date or other information on the game
at the moment. When we find out, we'll
pass the information along.

)

After | received my first and second
issues of TursoPLar, | was very happy. |
must say that it's an excellent maga-
zine. After looking at the strategies for
Splatterhouse, | decided to buy it
because it looks like a great game.
Keep up the good work!
Devon Chin
Uniondale, New York

#9

The second issue of TurBOPLAY hit my
mailbox today and it's a winner! It
includes reviews of Y's, Bioody Wolf,
Super Volleyball, Dragon’'s Curse, Time-
ball and Psychosis. The articles includ-
ed multiple screen shots of each game.
Splatterhouse and Devil's Crush are

covered in long strategy arti-
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cles. The two-page spread on the Turbo-
Express is basically complete, but didn't
offer any new information. What else is
there to say? The 32-page issue closes
with previews of upcoming games and
some hints on current games.

Overall, it's a very complete issue.
The only criticism | would offer is to be
a bit more critical in the reviews. The
opinion of the reviewer was generally
hinted at. Some form of rating system
would be welcome.

Dann Veldkamp
CompuServe 72650, 61

J7.)

| just got my second issue of your maga-
zine. All | have to say is ALRIGHT!!! You
guys have made major improvements
and | love it. | like the way you go over
the new games to be released with
more detail. The TurboTips are just as
good as before. But | only have one
major problem. Your usage of space on
many pages could be better. You use a
lot of space to say a little bit. And at the
risk of sounding pushy, | think the
amount of space you guys used for
advertisements could have been used
for more game reviews. | also have a
few ideas for additions to the magazine.
Instead of using six pages to advertise
three games, maybe you could use one
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page with a list of games to be released
and their release dates. Add a section
where game players write in their ques-
tions for more elaborate answers.
Maybe more contests. And an ordering
sheet where people can order games
and accessories directly from you when
they can't be found in stores. Last but
not least, tell us what to expect in the
next issue of TursoPLar. Oh yeah, do you
plan on making your magazine any larg-
er and if so, how much would it cost? |
think these and the other suggestions
from your readers will make this the
most awesome magazine yet. Thanks

for listening. Jason Wells

Brandywine, Maryland

Thanks for the complements. They're
well appreciated. We'd like to thank all
of you who have written to us with sug-
gestions. Sometimes a suggestion can
be implemented right a way, like Dann's
idea for a rating system (see “A Closer
Look", page 7, for details), but some-
times a good idea has to wait. And
that's the case with a section on inter-
national games. When we get the go
ahead to increase the size of the maga-
Zine that's the first thing that willl go in.
Who knows, we hope it might be the
next issue.

Jason, from your letter it sounds as
though you think we're connected with
NEC in some way. We're not. Therefore
we can’t implement some of your sug-
gestions. The thing to remember with
our type of magazine is the overall size
will increase with more advertising. And
yes, we do realire reader mail is half a
page, but to fit in more information
that's the way it has to be. It'll be back
to normal next issue.
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LEGENDARY AXE Il
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Standing before the gate of the Royal Palace,
Prince Sirius remembers the long, hard battle he
had with his brother, Prince Zach. Both had
emerged as the leading contender for the throne
after the death of King Brace, and now it looks as
if one of them must die. A short time ago, the two
brothers were in the midst of a battle when Prince
Zach called on the powers of the evil King Dro-
dam. Although HWing Drodam had been banished
from the kingdom, he was still able to use his
magic to help Prince Zach defeat his younger
brother.

Mow ewl rules, as Prnce [ach sends a wave
of destruction and turmoil across the land. Feel
ing that all is host, Pnnce Sirius begins o retreat.
But just when he thinks there is no chance of vic-
tory, he discovers the Legendary Royal Sword.
The sword contains the only magical powers
strong enough to defeat Prince Zach and end his
evil tyranny.

As you guide Prince Sinus through the various
stages, you'll no-
tice quite a few
changes from the
original game. For
starters, you're
obviously control-
ling a different
character than be-
fore, and the
game centers
around a sword
rather than an
ane. But you now
have to complete
each stage under
a specific amount
of time, which
ranges from three
to ten minutes. If
¥OU Té UMSUCCESS-
ful at defeating an
end boss and
time runs out, you won't start at the beginning of
the level, but at a location farther into that level.

Another major change you'll notice is that you
can actually switch weapans. You'll start the
game with a sword. From there you can acquire a
sickle and chain as well as an axe. The sword is
the all purpose weapon that, when powered-up 1o
its maumum, will gve off a glowing shield as you
strike a blow. The glowing shield will gve you a lit-
tie more range and will also eliminate most of the
items the enemies will throw at you. The sickle
and chain is another useful weapon that has more
range than the swaord and can be used diagonally.
Although it may be quicker than the sword, it's not
as powerful.

The final weapon you can obtain
5 the axe, This weapon has a very
short range, but is the most powerful
of all the weapons. | found there to
be little use for this weapon in the

game Qutside of a few end bosses,
you won't want this weapon at all.

You can switch weapons only
when you obtain the icon that repre-
sents that particular weapon, which
brings us to other items found in the
game. The game uses a life gauge

that decreases by one when you get hit. To refill
your life, you can collect either a half moon for one
or a medallion that will restore you to full health.
Be sure to pick up the stars a5 you come across
them. They'll increase your life gauge by one.
Magic bombs are another item you can never get
enough of. If you get into trouble, press the START
button to release a star burst that will do one hit
of damage to all enemies on the screen. Unfortu-
natedy, you can only have a maximum of ten.

All in all, Legendary Axe Il is a completely dif-
ferent game. The only thing that may look familiar
is some of the background scenes, such as the
dungeon, caves and shring. New levels in Leg-
endary Ave N include one that is comprised of liv
ing ledges that fall from under you when you step
on them, a level that is made up of something
that looks like tentacles and more.

Legendary Axe Il doesn't follow in the fool-
steps of the first game, mainly because in Japan
Legendary Axe Il is called The Dark Legend and is
a different game entirely. This certainly doesn't
take away from the game play. The main ingredi
ents 1 takes 10 make a good game are present.
Though the graphics are not up to the standards
of Legendary Axe, they're still very good. Instead
of using the same music, Legendavy Axe Il has
added new muse, with more vanety in the tunes.
If you were expecting an exact sequel to Leg-
endary Axe, forget it, it's not. But believe me, it
won't take long for this one to win your hearts.

VEIGUES TACTICAL
GLADIATOR
NEC
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There's no answer from the West Coast, and
all counterattacks by the Federation Army on the
alien force have failed. That was in the year 2321,
The year is now 2324, and only after the capture
of an alien weapon was the Federation able to un-
derstand the magnitude of the invaders’ technolo-
gy. As a last hope, the High Command has given
the go ahead for the launch of its final counterat-
tack. And leading the way for Operation Last Rally
is the awesome fighting machine known as
Veigues.

In Veigues, you must guide the super alien-
fighting robot through ten very intense levels to fi-
nally reach the alien headguarters. To aid you in
your quest, Vieigues has been equipped with not
one, not two, but three modes of attack, The first,
and weakest, is the Field Punch, which he does
with his left hand, Button 2. The second one, the
Arm Weapon, is more powerful but can only be
used straight ahead. You can shoot this weapon
by pressing Button |. There are six different Arm
Weapons, the Plazrma Cannon-PC X being the
most powerful. The Chest Weapon offers our
valiant warnor a wider range by allowing him to
shoot at approximately 180 degrees in front of
him. This is a littie trickier to use when trying to
tum around because you have to press the | and
2 buttons at the same time and because it
doesn't work with auto-fire on. Between the three
weapons, you'll find that you'll use the Arm and
Chest weapons more often.

As you progress through each area, it's to
your advantage
to destroy as
many enemies
as possible.

Other than for
aobvious rea-
sons, the mone
Enemies you
destroy, the more units you will receive. Units are
used in the supplies screen, which will appear
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land was thrown into turmoil as war and
despair broke out in the countryside.

Lead by Emperor Magnus, an evil
army descended on the land, laying waste
to the villages and defeating virtually all
the followers of the dead king.

But out of the mist came a herg...a wo-
man. Yuko, with incredible bravery stepped
forward, and was chosen 10 become the
first woman Valis warrior. Combining her
keen fighting skills with the
powers of the magical, leg-
endary Sword of the Kingdom,
she is destined to save the land
by returning peace to Vecanti.

when you have [
cleared an area to |
INCrease your van-
ous special items
such @as your
shields, and the
Vernier, which al-
lows you stay in
the air longer when you [ump.

Dther items or windows that you might or
might not want to be aware of are the 3D Search-
ing Radar Window and the Alarm Message Win
dow. The 3-D Radar catches the reflection of the
enemies energy and shows you from which direc-
tion the enemy is coming. You will lose this
function if your head is damaged in battle. The
Alarm Message window provides information on
such things as the area that Veigues 15 in, and
the reflections of enemies which the 3-D Radar
doesn't pick up.it also relays the damage report
when Veigues sustains damage thoughout the
game. The last ability meéntioned is probably the only
one that gves you any vital information, the oth-
ers provide information that you won't or can't use,

Veigues Tactical Gladiator is one of the more
intense action adventure games to date. Along
with the excellent graphics, you're presented with
some incredible game play that not only forces
you to memaorize the pattern the enemies take,
but also makes you utilize all of your weapons.
You'll als0 have 10 know wWiich weapon works best
in varying situations and when to switch, as well
a5 how many units to give @ach in the supplies
screen. You'll always have to be thinking to get
through to the Alien headquarters. Because of
the complexity of the controls, the game seems
more suited to the advanced player. But it's one
game that's highly recommended 1o all.

VALIS i
NEC

Ost PLover CD-ROM
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When the kind and generous ruler, King
Rogress, of the ancient land of Vecanti died, the

Yuko will have her hands full, for Magnus has
given special orders to his top henchmen to stop
her at all cost. Only if she can increase the attack
level of her sword will she have the power to make
it to the sixth and final level, where she will meet
Magnus face to face. As Yuko travels through the
levels, she will be able to obtain special power-up
items such as different offensive weapons,
weapon powerups and other "special tems.” All
power-up Mems will appear anher in certamn oca
tions in the levels or will be left by an enemy when
defeated.

Dffensive items are the weapons that can be
used through the sword. The Normal Weapon is
the one Yuko was onginally equipped with. | will
shoot a solid bluish ball at the enemies. The Cut:
ter Weapon will shoot bluish waves al the
enemy. These waves are capable of neutralizing
the enemy fire and are the main weapons
you'll want to use in the game. The Hom
ing Weapon will shoot small missiles
that are attracted to the nearest enemy.

This weapon is especially useful on the
vertical levels found in the game. The
Dual Weapon allows you to shool in two
forward directions at the same time,
one straight ahead and the other at a
45-degree angle. It is useful in levels with
enemies and end bosses that do a lot of

flying,

Defensive items help increase Yuko's fighting
ability by gving her a shaort burst of quickness via
the Magic Boots or by decreasing the amount of
damage an enemy can do when she picks up the
Shield. The defensive item, Power Up, indicated
by @ moving sword, will increase the power of your
current offensive weapon, while a large heart will
increase the amount of Vitality, or life, Yuko can
have.

Special Items are items that have a special
effect. The Crusher, for instance, will damage all
enemies on the screen when it's activated. The
Power Surge 15 another useful item, since it
makes Yuko invincible for a short period of ime.
The Protective Barrier is just that, a protective
wall that will surround Yuko. And the Hour Glass
will stop the enemies in their takes, 50 you might
want to save these for the end bosses Other
itemns are bonus items that can help Yuko in her
crusade against the evil Emperor Magnus. Dot
ted throughout the game, you can find green and
red hearts that will either fill Yuko's life gauge
partially (green) or compéetely (red). These are
known as Partial Life and Total Life Restorers.
Crystals can also be found in the game. This
item will add 1,000 points to your total, and if
you score enough points (20,000, 50,000 and
50,000 points thereafter), you will obtain a 1-Up,
or extra life (Yuko), which can also be found in
the game.

Vaiis Ii, like all other CD-ROM games, far sur-
passes most video games graphically, the high-
light being the Visual Scenes which takes place

between each
stage. This is
where a friendly
Ehost named
Reiko, telis you
the storyling of
the game through
flashbacks and
replays the fight
with the last
end boss. While
the game con-
tains good mu-
sic, it is not the
caliber of ¥'s.
The one thing |
was disappoint-
ed in was the
difficulty of the
game. There are
far too many
Total Life and Partial Life Restorers in
the game, and the number of extra
men you can obtain is far too much
for the amount of damage the ene-
mies will inflxct on you, which leaves
litthe challenge for the sidy plus dol
lars you'll have to pay. If you are a
better video-game player, you might
want to play this game without the
use of the TurboSwilches.
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The international arms
syndicate, The Force Pro-
ject, lead by the gemius
physicist and all-around
bad guy, Dr.Che Garcia, is
up to its old bag of
tricks...trying to take ower
the world. One by one,

weapon other than your pistol, If you use another
weapon, the number of enemies that come after
you will increase.

You start the game with a Colt revolver that
shoots three bullets in succession. That's fine for
the early stages but as you progress through the
game, you'll need some heavy artilbery, By defeat-
ing the various enemigs that you encounter, you'll
acquire: the necessary expenence ponts 1o move
up in rank and handle the big guns such as a
heavy machine gun or a missile launcher, As you
defeat the enemies, you'll also come across a
wide range of special weapons that range from
hyper pineapples, which are high-powered gre-

all the top government
agencies from countries
around the world have
tried to stop him, but
each has failed. And now
all eyes are on you, Guy
Karama, top CIA agent.
For years you've

nades, o invincible satellites that
will appear at Guy's side, to the
disc launcher, which shoots high
powered discs in four thagonal
directions. Obviously, the key to
SUCCess in the game Is 1o gel your
gxperience level up as high as
passible as quickly as possible,

been dogged by Dr. Gar-
cia and his motley crew.
Much like Professor Mori:
orty was to Sherlock
Holmes, Garcia always
seems to be one step
ahead of you. You may
have stopped the crime,
but the goctor always
gets away, except this
time. For now you have
the full backing of the
CIA, and that includes all
their special weapons.
And now it's your turn to show the world, and Gar-
cia, why you're the best,

As in most CO-ROM games, Last Alert has vi-
sual scenes that will appear in between each mis-
sion. The visual scene is where you'll be told the
story lineé of the game and find out what your or-
ders are for the particular mission. Once through
the visual scene, you'll be taken into the action
scene or the actual game play automatically. In
the action scene, you'll travel through six different
areas made up of vanous terrains, which include
an airstrip, frozen tundra and even space. The
different missions will require you to perform one
of three different tasks under a prescribed
amount of time before you can go to the next mis
sion, which is indicated by a colored marker. A
blue marker means you must simply fight your way
to the end boss for that stage. Afer you defeat
that boss, you'll be able 1o continue o the nest
stage. If you see a yellow marker, you must satis-
fy certain conditions, such as plantng bombs at
designated places or rescuing 3 certain number of
hostages. before you can move on. The final
marker is red. This is an easy spy mission that
doesn’t require you to defeat any bosses or com-
plete any tasks. It only requires that you make it
to the end of the slage. What can make the spy
missions more difficult is deciding to use a

Last Alert is
another example
of why CD-ROM
games will be the
wave of the fu-
lre. With incred
ible graphics and
sound, game
players will be
crying for more.
But it's the game
play of Last Alert
that sets the
game apart from

the rest. Instead of just bullying your way through
gach stage, you'll have to remember what's re-
guired before you can leave. And the game will
take a long time to finish in comparison to ather
action games. IU's not that it is necessarily diffi
cult, but there are times where you think the
game never ends. Rarely do you see an action ad
venture game that provides you with so many dif-
ferent things to accomplish. This is something
usually reserved for role-playing games. You'll
definitely get your money's worth out of this one.

TIGER ROAD
NEC
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In Tiger Road, you'll become a bald-headed
martial arts hero named Lee Wong. As a master
of the awesome Oh-Lin boxing technique. Lee is
responsible for cleaning up the mess that was left

behind when the Dragon God ravaged the Oh-Lin
tempée. The sacred scrolls of the Oh-Lin ancients
were stolen in this attack, and the Dragon God
also left a heap of punched-out priests and mut-
lated monks as his calling card.

Seeking revenge, Lee sets out 1o battle the
evil deity who caused this imjustice. But first, he
must fight his way through the Dragon God's army
of skilled savages and his four “boss”™ henchmen.
Lee gets to use a number of different weapons
along the way, and the abundance of power-up
items should be enough to keep him going until
he reaches the training sessions al the end of
each round. In these bonus areas, Lee can boost
his power level or learn how 1o use the incredible
“two-headed tiger technigue,” the most powerful
recipe in the Oh-Lin cookbook.

With its cartoonish hero and bug-eyed bosses,
Tiger Road doesn't look like much of a challenge.
But it's a fairly difficult game, mainly because
your opponents seem to operate at a skill level
that's far beyond your own fighting abilities. Lee
doesn’'t have any way of protecting himself from
the kungfu zombies and spear-wielding warriors
who hound him; the best defense is a good of
fense., Some enemies are nearly impossible to
avoid, like the armored samural who leap straight
up in the air before coming down at you with their
giant swords aimed at your heart!

The vanety of optional weapons that appear at
various points in the game should have been help-
ful, but the narrow focus and short range of these
weapons limits their usefulness. Be very careful
about the bonus items you pick up; in addition to
the lessthan-desirable weaponry, there are a few
icons that decrease your energy level instead of
raising it as you'd expect.

Though
the graph-
ics and
sounas are
well-done,
they're not
quite up to
the stan-
dards set
by some
earlier Turbo

titles. Still, Tiger Road is an enjoyable contest,
and it should be a hit with former Nintendo owne
ers who are looking for something similar 10 clas-
sic NES
games
like Kung
Fu, Kid
Miki or
Radical
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inally the day has come for you to leave. Your mission: to infiltrate the enemy territory, defeat the
enemy bosses and rescue the President. This game consists of eight stages of varying difficulty.
Up to Stage 3 it isn't too difficult to get through, but from Stage 4 things start to get pretty
rough. Remember, in this type of action game it's crucial to choose the appropriate weapon in
different situations. We have provided maps from stages 4 through stage 7. For the stage 8 your
on your own. But we will give you a code for unlimited continues. During the title screen, press U,
1,D 2. L, 1, R, 2 and then the RUN button.

§ TAGE

Let's learn all the
basic moves in this
stage. Thera are many
items avallable here that

will help you later in the game. Using
motorcycles will make things a lot easler,

USE [TEMS FOUND IN CRATES T0 YOUR ADYANTAGE HOW T0 DEFEAT THE SHOTEUN MAN

Crates inside warehouses hold many items He fires a shotgun at you while
which will help you to get through the stage. moving up and down. If you take
One thing you'll have to be careful of is that too long, enemy soldiers will start
you can carry only a limited number of items. attacking to
Any additional items you pick up will cause make things
other items to be dropped off your inventory. even more

difficult. '

it's easler to open a
crate stand to
the “r;um" with Get rid of the
padlocks can't be enemy soldiers

ened unless you quickly and
: o key. ! attack Shot-

gun Man.

USEFUL INFORMATION

There's a hidden entrance 1o the warehouse

behind the truck. In the warehouse are two

crates which are locked. One contains body

armor and the other one contains a flame-

e thrower. Be sure to
' S get them both.

Once you damage Shotgun
MEGA SUB Man, his troops start to attack.

The sub will dive and then

fire a torpedo after it's been Remember that you

damﬁﬂﬂ'd. In arder to se- can destroy the torpe

cure some ground to stand does with rifle shots.

on, you must fure it into shoot-

ing torpedoes at one place : :

by moving left and right. ' B Make It shoot
i ' = Y Its torpedo at

Otherwise it'll eventually . e alace thats

destroy the entire shore. : already been §

Rescue the pris-
oner on top of the
first truck and get
a key from him.
Then enter the
warehouse behind
the: second truck.

You'll recedve less damage wear-
Ing body armior.




'.‘T‘.'t'.",'.":‘.":'.":‘.':'r':‘.‘?‘.‘:"“-‘:‘.‘: You cam move
wvary guickly with
As soon as you enter the jungle, the fins underws-

rescue the prisoner who s tied - : tor. You won't get

Y any enemies
will try to stop the
hero in this jungle stage. to a tree. He'll give you a pair of : . : underwater.
During the first part of this fins which allow you to move

stage the enemies are hiding behind quickly in the water.

objects. Using hand grenades effectively Be careful of enemies on the

Is the key. shore as well as ones In water.

[ e, WS e e e T —

hit while you're

When you come
ot of the river, Spin and
In this part of the stage where there is nothing to hide you'll find & shoot. It

' i crate with » - would be
behind, you'll be surrounded by enemy Soldiers. The hESl ot shatgn In It. : , | ot
thing to do here is to spin the hero and shoot continu- e Be sure to prab you 980 &
ously. Using a shotgun will increase the chance of hitting B the gun and [ Joystick
the enemies. tako it :

WELICOPTER
The best way to deal with Harnelhruwgr s 1o atla:lc_ him diagonally If you stand in front of the chopper
while avoiding the fireball, You can eitheér shoot him or use your you'll get hit by the missiles. Again,

hand grenades. attack diagonally with your gun and
hand grenades.

£l . . Shoot the chop-
per from a dis-
Attack him diagonally, but don't get When he loses half of his energy, tance and Hhrow
comernd. Keap moving. he'll escape into the river and then Avold the misslles by grenades when ‘t
h you're closer, e l'-h-..l.hhl

" he first hail of 3 o
the stage has falling ) Jy .', ] e
”‘ and caves that hide o i L g e e e, Eal e ﬁ' 'Hﬂ! ﬂ-'..a-l
second half is fought on an unstable bro- S——— —
ken bridge where the Big Sniper and his

Big Sniper jumps

around on the bridge
and attacks you with T L LT
a laser gun. As you

can see there are _ % gk | When yo : 1'*'1:'.'1_: .
only three plwu AT —_

on the bridge. m.
him the moment after

he fires his laser gun.



i v o B O
* our main mis-
sion In this vertical-

scrolling stage is to res-
cue the President. Starting

at the bottom. you must defeat the su-
perior commander to rescue the Presi
dent—then you must backtrack the way
you came in. On your way back, the hero {,‘\> Don't pass up the
gets captured by the enemy and you \_"’upp::rrtunity to use the
must rescue him using another character incibie mof les. Once
in the latter haif of the game. skt oapbi e

you find one, try to go as far

=ty e as possible on it

I‘ ) A LAE AB00DP OF ENERT 'ROOPS BEFORE I ENTRAKE

u * There i& nowhere to hide and you will be

surrounded by enemy troops in no time. The
best defense here as used in the jungle stage is the
&pin and shoot.

E

N FIND WOTORCYCLES I THIS STAGE, T00

N610F THE LOCKED CRATE

LBE SOUE NUSCLS 'ﬂ"l ' TLRIETE 100 CAN'T ATIACK [N THIS AREA. CLIME AS FAST AS YON CAM
£ SOME MUSCLE ERPRASLS TABLELS

é There are a lot of enemy troops, but You will be attacked by
it's warth hammg it out to get the enemy paratroopers, but you

tablet. It will give WS won't be able to fight back. Stay on |

you an extra stam- e = the right side of the screen and |

ina unit and re- | avoid enemy fire.
cover all the dam: (e
ages you have
sustained.

FLLETHROWERS ATTACK FROM THE BOTH SIDES OF THE CORRIDOR

"\’, Inside the main headguarters

You want to get the tablet even i I:.u|ldmg you'll be attacked

you haven't sustained any damages. by enemy troops with flamethrow-

ers. It's quite dangerous to try

THE PREERDENT'S advancing without defeating
RERCUE BELICOPTER LANDS BERE these troops. Since they can only shoot horizontally,

best offense is to shoot them diagonally.
<"\_ Once you have rescued the i e

/ president, you must bring him back 10U WILL FiMlD THWEE DIFTERENT WEAPONS NERE
to this place for the rescue halrmpter Aﬂer

the helicopter leaves, § § The crates on the top
the hero will be sur- | contain hand grenades, the

rounded by the B one in the middle contains a
enemy and cap- R o bazooka and the bottom one con-
: £-r3. tains a shotgun. Arm yourself

with the ones you need.

This I:msﬁ uses boomerangs and a laser gun to attack you. It would be

whse tn use a ha:n-uha ﬂr hand grenades to fight against such a powerful
enemy, but unfortunately, the only weapon
!rm.r're allowed to use is your knife. Be pre-
pared for one tough battle. The only chance
you have is to attack him between the time
he fires the laser gun and when throws the
boomerangs. He holds the laser gun in his
left hand, so aim for the left side where you
won't be directly in front of the laser.
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< tarting from this
stage you'll be
working with a new hero

In order to clear this stage you must rescue | The crate on the top contains a
all 12 prisoners including the five hidden Bl Shotgun, the middle crate con-

; - tains a flamethrower and the bot-
character. Of course, you nsidé busldings. I you kil any prisoners by

. oy
ot sl s sl you mistake, you will lnn’ncumamsum ns
P TR T not be able to
required not only to defeat the boss, but .. L L
also to rescue all twelve prisoners to | - L]
clear this stage. Spaceships appear = | [ 11 )
everywhere making this stage even more . "
difficult. ful weapons,

It's no use trying to enter this SERAT e i Sl TIE R BT O TR s
building. There aré too many ene- L (R The upper crate contains B You can obtain fins inside the
mies around here and you'll be sur- B8 v i find one prisoner B the muscle emphasis tablet B building at the top left comer
inside. The two crates and the bottom crate con- of this map. The fins will be very
contain a flash bomb B lains extra powerful gre- useful in the swamp in stage 7.
and a barooka. nades. You'll also find one i i
. of the
prisoners
in here,

KNIFE KILLER
As the name Sug-
gests, he fights using

+ + AR & knife. Attack him
5 "o 1 s o when he lands after
7 - § . : jumping around. There
Ly s i : : ¥ are three prisoners
Lo . o= ~ £ L. LI neld in this place.
% i ) A - :*= : 'I E "". : g . s ‘:::rc ILLEE E
.L : z il bathaBbASE, 10 E
(R v < e 7 2 FE- ‘
RARND A |
] % ] * t % SES
- . N T4 ‘ +
- *_ .
& g + gy ¢ ¥ -t
- TART -
g * § i S R
L E E . -
[ R
- * s . iy
= > = it <

&

(O ™« red circie denctes where the prisoners are heid. Thare are a total of seven prisoners outside.
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A part from the
starting area and the
finish, this stage is
fought in a river. As you

can see on the map, the only place you
can obtain waapons is at the beginning.
During the battle on the river you'ra
forced to stay on a raft. This will ba a
tough ride so be prepared by abtaining
powerful waapons in the beginning.

THERE ARE MANY ITENS INSIDE THIS BUILDING

‘llf'.

OMCE YOU'RE ON THE AFT, THERE'S NO TURNING BACK

Once you board the raft, the screen will start to

=" scroll horizontally. Your movements are limited to
the raft only. You can't leave
the raft until you reach the
ena of the river where the
enemy attack will comeé not
only from the water, but also

from the shore. Avoid enemy

shots and keep shooting. Your movements are Imlml Kill the enemies and board the

and it's hand to atisck. raf

WATCR OUT FOR TNE ENEMIES COMING ABOARD TRE RAFT

1:1__:}‘1 The top left crate has the infrared scope that you'll need <"
* in Stage 8—don't forget 1o take it. A '-'.hut.gun is in the top

middle crate, a bazooka is in the top -

E - right crate, a muscle emphasis tablet

is in the bottom left crate, a flame-

k- thrower Is in the bottom middle

SRR rate and extra powerful grenades

When you gF-t tn th|5 part nf the river,

TILL

will E'[EII"[ o I}r:lam
the raft. Get nd
of them first, oth
erwise you'll run
a high risk of

Tammm

= are in the bottom right crate.

t's a short stage,
but it still is a vary
tough one. You'll move
from land to swamp back
to land and another swamp before you
meeat the boss of this stage. The fins you
obtained in Stage 5 will come in handy in
the swamp aroas.

@

i,
T
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being damaged.
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BEdDS S T

A% The boss tank shoots as it moves left and nght from the higher
'-r'-""gmund_ Don't stand in front of the tank of you |l be hit by s man
battery fire, Follow its movement and attack when you can. Use the
extra power _ Codaie F LA SAL
ful grenades e
which can
reach the

DON'T FORGET 10 PICK UP THE KEY

;i"'h Ihe upper craté contains a key

¥ and the lower crate contains the
medicine to heal all damages. In stage
7T you'll find body armor inside a

jocked crate. Be sure 10 take the key.

-------------------

upper
ground

WATCH OUT FOR THE ENEMIES LINED UP ON THE SHORS T 3 S T REHE

bl

&, Just as you're about 10 land, you'll encounter Fm.hm:l “t':n "“I‘ A
5, : - reache -] as

* a fierce attack from the enemies lined up on
stage of the game. It's

he shore. The enemies in the river will continue

S .’ filled with tough enemies

attacking as well. Unless you deal with the enemies : Py a

on the shore fast using hand grenades, your chance : e m“"l i "“. n Stage 4 appears
of survival is slim ¥ | :

; The first part of the stage is rel-
atively easy, but the worst part JRSEE
comes when you're attacked by RO

' - “this stage the previous hero who has been |45

’ s the hont - _ past him, you'll enter a long cor-

re lace y ridor with steel beams. Climb the

| first one for @ Koala bear, that

will give you all special items, to

appear on the sixth.

s ST (nfrared beams which are invisible
n, one appears (11 everywhere in the building. Touching the

beam triggers the fioor to open up

avoid falling

into the open-
You must avold the 1aMAE ;g is 10 jump

V81 ¥

Il

']
iaga il
ks,
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™
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The hero wha was captured by the enemy in
4 s now your enemy. He moves around quickly to

E
]
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Escape from the temple to avenge the death of your father
Sixtean years ago. Moonlight's father was murdered by another Ninja Moonlight, and
P prormesed himss uld avenge his father's death. To accompiish his mis
gion, e must first escape from the temple whene he was brought up and tramad to be
a Nanja

Thee e Ty characters in thes stage are skilleg waih shunkens, but if you gl e

power-up iems, this stage shoulan t be o Li_'"

Use the first blinking jewel Get the Destructive Magic Make sure to get an alter ego.

lo power-up his sword and use it effectively DMfSSting Whe: yeliow Minj
Moonhphd a blee ewed, w

Destroying the yellow Ninja will grve you It b touggh [0 defend Moonlyght fromm the 5
n ¥ing : 1 e ¥ H & DI 00N 5 : have an alter ego, An afler ego
vanous ibems. The first oneé will ghve you a rain of shurikens brought on by the green Nin o o

Dlinking jewel, whech (S 8 power-up (berm for Moo jas. You can gel the Destructive Magic, the red
ligihl 5 weapons. Uise the first jEwel 10 powes-up his prwpd, Trom a yediow '1.l|';.u pn Ehig pillar &nd kil all
sword. With the . iy green Yirpas

Mghpimired Swond

TuraoPrar # Ocroscn/ Novimaee 1990



| he Enemy Characlers

BLACK NINIA

He attacks with A sword. There e &
couple of vanatons o attack, but you

Wo matier what he doed. he is an
aary kil

EARTH NINIA

He moves under the food and attacks
with @ speer. I you have & hegdlpow
eredd sword, you can get -

Tarm daaly.

Use the sword 1o

Fihe .'uﬂ:"-:-

n hgld UP and swing the

g Tl
This will ket you seng the Sword

W0 DOTIom,. ] &nahiE you 10
1.| " 'lr.. ey

Be e ihe shunaen 3

tack from a0ove and the side

cICTTY My SIETIous |"|. 1i II"Ih.

n Ore hit from hes spinning
Iife units

gfMiciant wily I

Usang the Domibes
Aftack, MOwever. oyen the b
[BCK BAT & SUre Wiy Unseas vy
[
YOI 0D (D BELACk

I you don 1 have hagh-powersd

detend Mo

rom the shunkens of g

Cand decreases two
would be the most
bomb &t
hawve increased its

of Slage 1

GREEN NINIA
He aftacks with shurikens. One type
m—:nhﬁd!_ﬂ_ﬂln

ather Type leaps ftgh in
the air 1o BElack.

Protistiy the tughest enemy © I stage
20art $om the toss. M ML weh e SOn
ning cane can nfict heavy
damage on Moonight

inlighl

It vou haven't

you Can gel

LJEFE

|r..'|-_~._~r.--gr|' -

"-rhm”'h |"

R CT
& almost iny

BEEn Wilked up 19 Ehis
&d all the powerup

ego. Three Moonighis

and haned collsct
inother aiter
2 BItET BEOS) Pves yOu

ASURA

Wilh one or more alter egos, i's an easy battle.

The fingd batthe before the escape is a combined attack from an amy of
reen Ninjas and the boss, Asura. It sounds ke a tough battie, but if you have
one of more alter egos. i's quite easy to defieat them all, If you have & hagh-
powersd gword, it'll be even easier. See the photos for detads of attack.

Continue

¥ Moonlght pets kiled bevond this

H point then Conlinue starts. Right
s thie Contmue, two yeliow Ningas will ap
ArfyNE & Dhfking
Be swe o 4_:-_' i
MODMgnL 5 swond and gt

starts from here

pe&f ewel and 3 blue

e wm both

PorweEs-up
an after epo

Tha duba o e
| e esCami 1]
ncible

au] gl
lBma,

lemple 15 almost

complete
inple the Before the

power of atlack

Ry @i empd b
Fiiachs frovm above.

I is & body stisck with &
spErEng s

TurgoPLay # Ocroaen,/Novemstn 1990

i this form /71 ba
a 0] ende 10 o5
feat the boss. A
Lwing of The three
SWONgs Wi

ki an s o
Tl shuedd sl

e o a i e

E Batiie wilth

ihe boss, Moonlighi
encounters & yellow
Ninia with the De
Stnuctne "-"‘I!,' Yo
dan't have to have

1, Dud . M3y oome
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Iwo important things o remember in this stage.

A. DON'T STAY UP IN TREES TOO LONG.
While 1A
A e trpa B

Stay on the grourd 38 much as possile 0Nyt & up in e trees

ches, This limits
AT L

e only places 10 P ]

hEs manauy 1 makes fim vulnsiaie 15 [he smsm

.|__|'1r. I.',‘ '1:
Moonlight can
be o - 2. DONT H.Flll’ TOO HIGH.
P awily by T & mag IS mc
fouching an
Ogre's fre
Firg

spn (&l and you maks -"|.1-:.1:-I'-|I_E|rl'_ JLIT
you may bump into an enemy hiding out

a5 g g nre fing

(et the blinking jewel and an
alter ego lo power-up Moonlight.

hiding high up

Il need in the Deginn

canatully

A furious attack by An attack by quick

an army of red Ninjas moving Ninja wolves.

ntinuously appear and

] Merans attack with

Their attacks are toeph because 3 bomb
can cover a large area

Sprint through the forest,

cross the valleys and defend
Moonlight from enemy attacks

When Moonlight escapes from the rumed 1emple
he finds himself standing in @ forest. He will en
counder red Menjas who'll attack with bombs and
i NES whach witl Tenaciously chase him
anund. He i free himsalf fom these enemies
and slip through the forest
The emamy attacks are vesy tough from the be
gnning of thes stage. On the oiher hand, If you can
get the many powerup (tems to increase Moon
Ight's power
fianat a0 a8ty timé of
WE AR
af cholce is 1ha
ST
get 1o increass the
power of Moonlight's
pifer weapons .

i 1l

L. The besi

but don't for

..'II!':.H o power-up the
n & 1nse (0 gaen an alter
Mg 4Na Thema 15 no Tme s

Getd the biue lewel for an alter
oo, but don't chiss the pellow
Wimda foo far up in the Press.

Use the Wheel-ol-Fire to defend Moonlight

Thea yellow |ewel will give ".-"-:|c|r1||j1lr.'_ the

Whealol-Fere which moves around him, protecting
hirm from enemmees and inflicting demages on tham, The
only arawback = that It oniy 1asis a limited time and
will nof profect Moonlight from shurikens

i willl protect Moomighi from
Ninja dogs and other snemies,
but not from shudkens.

TuraoPuay # Ocromea/Novewern 1990




BLACK NINJA

Same as the ones in Stage 1 and
quilie e84y 10 diteat

( ontinue slarts from here

ﬂ Yol Cll Irlnue an e slage from b
b
Bevond ihis polnt. the dif
L] ¥

WMpE up. S
hack mnhe I-:,__! BOME DOETUD IHETE 10 Sl

Ao g

Fowerup Moonlight ehen pow confines

TumpoPuay ¢ Ocropen/ Nevimsen 1990

RED NINIA

Thery're @xperts in bomb aftacks. You
N il the bombs with the Sword of the
sickie and chain, bul don't
‘stick around too long,

et Rt

S e E IR

-~ ™ S

[HIE TWO-AXE OGRE

You should make good use of increased power weapons.
The TwoAxe Ogre 15 @ fast movng and very powertul enermy.

One hit from his twin ane will b Moonlight. You cen oe

fent i relatively easdty 7 Moonlight has high powered

bombe and one or more aiter egos. However, if you

don't have the bombs, use the sickle and chain that

7
7|

When Moonlight is attacked,
Jump to the top left to svokd and
aftach

3 = L] ] i
|
i
¥ | { - & I ]
] ! |
. i i
i |
3 i i
i |
i 4 ! f

(™

CT-Up ems are everywnere

1 1o w0 @nd and the enemy attacks ame getting w

i | 1 ] FRan a0 hl"'_lr' :f.'- :‘_-.l.-.rr WH ot

i 10 ThkE 6 chanod sk the pelow !

Since Moonigh already has
[ aler apos. here s
kel Pty aoselfuid bl
i

Use B Deatrnctive Magic fo
destroy the Ogre's fire ring.



Sprint through the moonlit plain

n Stage 3, battles are fought on a grassy plasn
which was once an old battlefield from & longfor
gotien war of the lords, The Ghosts of Fugitive -'u".'-:'
mors will appaar ard sttack Moonlight. The evil Min
a% have also sant the Minja Rifle Comp after him. Al
the end of this stage he must defest Hanio the
fiend, whose sword will kill Moonlght with one hit
The key to successfully clearing this stage ks to
saiecl an appropriale weapon for different ana
mies. Try o gel @l the power-up itBms which in

créass the power of Moonlight's weapons

U'se long-range w cdpins such as

shunkens or the sickle and chain

n One kit frem the GRost of the Fugitive

Wamior can kill Moonlight no matter how

Many strong
enemigs will (pee
Mooniight in this

itage. Be covtaln fo

many Ide units ke has el So, the besi tactic
agansl him is to keep a distance and attack him

will shurikeéns of the sickle and cham. Becaise the

Hut i you don 't have any

highy powered weapans
use the sickle and chain,

" - :
The Ghoslt of the Fugitive Warrior

ﬂ The Ghost of the F
enpugh to kel Moonight, Don™t get o) close (o

use bomibs, shuneen aitack 1S saler and more versatile

TungoPLAY -
L)

--;.;.1. A

MAGAZINE &
ARCHIVES

The Enemy Characters of Stage 3

BLACK NINJA

The 5ame ONES a8 in the previous two
stages. By now you should have no
probierm with them,

NINJA DOGS
Same as the ones in Stage 2. Kil
them quickly, and there will be nothing
o woy ahout.

Awold their initlsl stiack; then it"s an
wany kil

THE GHOST OF FUGTITIVE WARRIOR

He suddenly comes out from behind a
dead tree and slans ltacking Moonkght

i swvord or te aickle and chin will
protect Mooniight from their buflets.

SaCklE angd chain can ,J._.i"tul_r |.1||:. bulets. il = also
@ good weapon agamst the Ninga Rifle Comp

R Warmd suddenly SHMEFEES ITOom Denind & dead (ree (e blow of his sword is

T, and use long rangs weapons. Although you can

et all the power up
ftmms

High-power shurikens
are befter weapons fo
une in dealing with
ofher enomies el
aiso aftack ot the
savme fime.

[he Mysterious Monk.
A stronger version of the one in Stage 1. This
DnE TNOWS TS SPINMING Cane and will oome
afer Moonisght wih his body attack, He s a
formidabie enemy

One hit fram his cane will kil Moonlight

HANZQ THE FIEND

An easy win by using the aller egos and high-powered bombs,
Hanzo the Fiend (s another enemy character in this stage who possesses a
deadly biow that can kill Mooniight with just one hit. However, If you don't
get oo close to him and attack Nim with the
high-powered bombs, you can get him before he

TussoPuay # Ocroser/Novimees 1990



How o use the

Strategy against the Mysterious Monk
power-up items effectively. (4] The Mysterious Monk in this stage is stronger than

Evlr. You can defest hem with Righ-powensd bomibs.
# you are continuing, use the first powerup item for However, Il your bomis & il o if he appears along with
the sword. Then uss the second one 1o strengthen plher enemies, use the f actic: Select the sword, then
thie bomibs 10 prepang for the battle aganst the Doss. Hgh
powided bombs are y useful aainst the Mysterious
Monk and other enemees of this stage. Don"t fonged that {he
wEBDOn In use at
the time you take
the powerup item ks
the one in which
I., DOWEr 18 INCreassd

i

-

v s e o P S . i

sword. You can kil Aim even before be

Continue in this slage starts here Keep in mind thal there are multiple enemies

T "|'El:ll:||'||=glr'|. ElEr'E kiibed [l'f'rl.'-hlj this the SCresen :f-rll;ln'[' aoove) that lets you
H point, the game continues. Foliow the choose between the Standard Mode or
methad 1o increase the power of his weapons ﬂ I you were o deal only with the Myslerous Monk, the the Turbo Mode. In the Tutd Mode Moon
a5 Shown sbove. If You MESs Dhals DO best weapon 5 the high-powered bomb. Howewer, If Bght has only one ife. i's & difficull mooe
items., your chance |:-.* making it 1o the end be- {hane g mullple anemets, use The Sword Decause (| 8cts as where one mistake will get Mognlight
comes very slim a8 bammes &5 well a2 an oNenSive weapon

When you furm the EEME 0. pou wil| ses

when selecting a weapon

willed

Fre

- - ‘-} E = J
""-::-"' o - i'ril
WS
AF ¥ 7 A
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DEN OF THE DEMONS

Don't get crushed under the dropping trick ceiling

The Den of the Demons consists of three flioors. When yvou walk down the
first staircase. you'll be in the second area where the floor s coverad

wiih cangerous hambod SHAES Balow is anolher area whene a tickl ceil

ok This Aoor looks similar fo the Go down the stairs on the
I Crops. Goun fo CRUSh Moongh first Booe, but the hame side of the o gind
trap hare is deadly. it the trick celling room

Moonlight will be under constant attack from the enemies m this stage no matter whene you place him in
thé ngom. The flaor and ceiling of the room are coversd by Ninjas who carry sickles and chams. Ninjas

with swords will be 'r.-r||_=_ 1o sand Moonlight loward the ceiling. II's impofan to anticipste the & ENCMNI—ED
movemient and avoed b

The boss of this stage is two huge moving rocks.
Moontight will get killedt If he gets caught between the two
rocks o against the wall. You must destroy all fow seals

on each rock to dastroy them both. Circle around each
Moonlight can wailk opside down in this stage. The Samural who attack Moonlight with their
B caveful of the Minjas hiding in the celling. swoves could be the loughes! enemy of the

lips to clear Stage 4
When you are walking on the ceiling be careful of the Ninjas hidden m the ceding. Mowve top to bottom and
avoid the bamboo traps and enesmy atfack. I s impottant 10 masier the wse of the sackle and chamn. The
tough Samura appears suddenly with & long Sword. Keep Mting fim withoul getting too closs

EREXCTOI WY 71HE TRIBE OF
LSS \INE WIND DEMONS

Climb up the cliff and
defeal the Wind Demons.

The whole stage 8 one ganl mock fhoe, UMb u wsing
foathosds. You con also jump onfo treg Dranches and uss
them 1o climb up. But don't stop—hkeep climbing. By the way

f you keSp mow Mg SH0EwWEYS you will 100D Dack i0 wheng you ing . Sachom, pou

It baoik € hion 30 @&y @i
L-..I:: |-|- :-u_:: .'-r.jg T: started from, You'll find deadly gas coming out of the rock in ;wﬁn“uﬂm‘:l ﬂn;':ﬂﬂ": m?;hh
Moonisght can fall &l the way some areas. Avod the gas and the enemies quickty Frovn red Ninjas.

fo the bottom. Be carehil
espECiElly when you are
mowing from one foothold
ty another. You can get
tackid by red Negas nisl a2
you're changng lootholds S[.;]Q-E' 5

NINE WIND DEMONS Don't ump 100 gh yhe
Al the top there is a yeliow Ninja with a biinking jewel, Get it to strengthen Maoniight's weapon foothold 1o another. Jumping

131 11- 5 arsenal, The kite floats siowty in a circular motion. You must destroy the Ninja in the midde to nﬁzlr::LrHﬂr:-e I--b L.I;S :H:
i A desiroy the Kite. Uise the after ego ed the Bam- IS ne d could cause

Moankght 1o fall off the chff
Move around at all times to
avond the attack of red Mimjas
and the deadly gas

Tips to clear

boo Bombs to attack effectively,

AR VIATIATY

Moonkight will fece the
boss on top of the ci¥,
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THUNDERCLOUD

\Under the thundering sky, the Ghosts
of the Fugitive Warriors attack Moonlight

TuagoPLAY ]
':-:'ﬁ:";*""

] BTLECE from ‘ '.5:’..;1“:- :
MAEAE[NE e
half of the siage hecomes éx " 'ﬂ"H' H |1I'IrE5
Lreme |y "'.'J!.:! ou us 3 ol E il ; .
Eyvae iF -1 OrksS - . hﬁ 5
We'll give a lif :"= B e " .. - ¥ ‘:‘
51k .
almge (. ¥ F
facing the deadly gas :
Area and the nasty 1 - _‘ f :‘
[ 2~
E )
Im & fough area ke this. you f = -
: . can readly use the alfed spos B . ;. v T
The frwt half of the stage was E '- ¥
difficult anough, but the ] b’
second half gets sven worse i ®
¥ £
E S
B ;
) $
f.n'
i -
: i "F . ".:..
| % {
|
i .
i %
ie .
Shurikens are shined af Moonlght. ‘5. i
Lure the sturihens foward him—then ]
avold Efem. -
I e
i i
| o
\ %
i

i

|
AN ARMY OF THE I §
¥ :’ -
GHOSTS OF THE LG
FUGITIVE WARRIORS e 3
'
The Ghosts of the Fugitive Warriors that you thought you destroved in Stage 3 1 the tn_ .
boss character here, They appear one after another in thes area. To destroy them, 'R 4
jumg onito the rock on the righl. Try to siay in the micdie. If you have an aiter ego 4 :
jump sireight wp S0 that the alter ego 3
s above Moonlight. Then hold dawn 5‘-{ - ¥
and fire the Bambop Bombs. The war- gy 3F
fiors will appear on top of Moonlght at !. | g

but thay will nol be sble o kil him

with hasir Swords. Eﬁ . .o
The boss of this stage i the Ghosts y

of the Fugitive Warriors that Nrya Spunt matonal assisted by PC Engine 3

appeared in Stage 3. But how many Monthly by Shagakukan af lapan and 5 #

of them arw here? Marukptsy PC Engme by Kadocmes Weda  § %
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Aero Blaster

HEEC
TurboChip

The hit arcade game
Air Buster comes to the
TG-16. Jump into your
specially designed airship
to blast the invading alien
beings before they destroy the earth.

Super Star Soldier

L] 14
TurboChip

It's been four long years since the last time an invading force, the
Brain Army, tried to destroy the galaxy. When out of nowhere the |ast
weapon, the Mother Brain, of that same invading force appears, and it
looks mighty mean. But that's because you've been keeping up with the
times and you have Neo-Ceasar, as well. Be prepared to do some fancy
flying in this one.

Battle Royale

NEC
TurboChip

This game isn't to be confused with a wrestling game. It's a “beat up your friend, toss him out of the ring,
‘I'm King of this block™ game instead. Featuring a five-player mode, each player has seven different moves
that are distinctly their own.

Jr.:u:lc Hiclculus Gn"

Accalnde
CD-ROM and TurboChip

Join the Golden Bear in a
round of golf. Play a Skins game
or matchstroke on 18 of Jack |y
Nickalus' favorite holes from
around the world.

24 TuszoPuar # Ocromer/Novemser 1990



Sinistron

[ 11
TurboCThip

Thickey Kick
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An evil sorceress becomes jealous of a
peaceful forest and places a curse on
Oberon, who lives there, and all his decen-
dents. Lost forever in a maze world, the six
different heros are faced with the challenge
of escaping the sixty-plus levels filled with
fearsome enemies that now surround them.
Armed only with a special kick, they together
must slam their foes to destroy them.

TursoPLay * Avsust/Servemsen 1990

In the 33rd century, space telescopes spot a
large ship moving into our solar system. As the lone
cybernaut fighter, you must battle alien beings in a
biomorphic ship that likes to gobble up planets.

Sherlock Holmes

Clnemawarn
CD-ROM

Join the infamous Sherlock Holmes and his trusted
friend, Dr. Watson, as they run about London looking for
clues. Using real actors, watch and listen for the neces-
sary clues to help the detective solve three different
mysteries.

25
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MOMMY TOLD YOU NOT TO

PLAY WITH FIRE?

MAYBE YOU SHOULD HAVE LISTENED.

She'll say, “If you play Devil's Crush video pinball in  dragons will roast you. The skeletons will toast you.
the underworld, you'll get horribly burned.” The sorcerers will plan a barbecue around you.

And you will. But you'll have to flip your way past all of them to

You'll probably get fried many times while locked  fight the ultimate Armageddon with the Devil himself.
in immortal battle with the Devil's elite guards. The The big Kahuna awaits.
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TungoP LAY

Leg
S
ek
MAGAZINE
ARCHIVES
few special tips
To see a second ending for this game, type in the m a« Here are a
password DEBDE DEBDA, and press the RUN button given to you at the end of
and 1 button at the same time. The game will say that the game. While playing,
it's an invalid code. Then input a password that will T | P s hold down button 2 and
take you to the point were the King turns into Natas, press RUN to pause.
and steals the orb such as the code AENIP BLKEE for ;:zﬂ E:E:ﬂssiﬁt:ﬂ.;. ﬁ}.l
4 fighter. Now go sit on the throne. .
i — s pause. Having done this,

yOu can pause
the game at

any time, and

choose any

- special items
by pressing 'l
e e (NEC) button | or |
HA HA HA The chair is mine any offensive |

now, all mine. 1 shall Dever
give it up. 1 will dominate/ To begin on Round 201, f weapon by |
type in the code MACKY. pressing button 2.
= To begin on round 255 :

ROXYROY JEEES
press UP, |, SELECT, |

2, DOWN and then
i s RUN. You'll be able to

L EWEL select all the demo
screens from the
game, a sound test, a
color adjustment screen
and a sound level test.

DXYROY

[T S ™ |

(R e 0
Fd 0 s | i RS 11

B B R e 0
R
s L iFic P § D
s &0
T
e A

(NEC)

=
= ]

To receive 100 continues during the title
screen press, D, R, SELECT, D, 2, D, I, L, BEE= 3l S B . W W . 0"
m,u,l.i,lﬂmm“ FROM WEC

& 1907 1909 HANCO LTD
In Dragon Spirit there are several places where you
can bomb and have a special gel appear. The gel will
Eive you invincibility, three way and make you small.
In Stage 7 after the section that contains all the spi-
ders there is a large block on the right side of the
screen. If you can bomb the left part of the block in
the very back, the gel will appear.
In Stage B you can find the gel
near the end right before you reach
the spears that shoot out from the
wall. When you reach this section,
you have two paths you can take.
Go to the left and bomb in the cor-
ner of the upside down “L." The gel
will appear. Grab it to help you past
the spears and reach the final boss.

-
LN SRR SR
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(NEC)

During the title screen press the SELECT button 16 times, then press RUN. This will give you a
level to selecl. To choose a level press the SELECT button.

To get unlimited continues during the title screen, press the | button and the RUN button at the
same time. Then press the 2 button and RUN at the same time.

To get the sound test for Drop Off, press and hold
the 2 button during the title screen, and then press
the SELECT button,

(NEC)

Here's a code

(NEC) that will let you

select from the

To access a visual sound test, press and hold last 16 rounds
SELECT during the title screen, then press to begin play:

1,2,1,2, UP, DOWN and then RUN. This screen QRGOS
will allow you to perform a sound test, see the
intermission scenes of each level and more.

(NEC)
(NEC) During the title screen press and hold the 1, 2 and SELECT

, then bring up a sound test.
Hoeii's that buttons, then press RUN to bring up

will start you off
on Level 22, and
you'll be ready to
fight the final end
boss, Vandess.
Type in YNzYSMCh-
riGIgLV-ihOdfCGe
to appear in front |
of his door. |

To start on the second level, which is more difficult, press

= and hold UP, SELECT, | and
2, then hit RUN during the
title screen,

There are two special
types of characters that
can be found in the
| game. The first ones
are the butterflies that
appear as you meet the
first end boss. To make
them appear, you must
save the worm at the
) ” _:: : beginmn,_g of the stage
by shooting the two en-
emies that attack it. Be sure
| mot to kill the worm. The sec-
| ond special character will ap-
pear in Stage 4. If you can
! make it to Stage 4 without
dying, a big turtle will appear.
This turtle will hover over your
ship and destroy all enemies
that come near.

ZmeIr
| Pon

D i€

FERE FEEE EEES
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../ “][]'Il NEED SHOULDER pms
ooty 078
AND A HELMET, oo™ mm.,.,"uw

mmwsms Footballfor Turbobrahx16 e i qoals and
more real than any other 16-bit video football game? lets you assign 3 different jobs to 3 defensive players.

‘l l‘lll only one for 5 players. The only one that lets Throw in sports announcers, bone-crunching league

ﬂrtu'hc.h call audibles and reverse direction ~ P12¥,and h“"' graphics and sound, and TV Sports Foot-
illi at the line of scrimmage. The only one that lets ball makes everything else look like pee-wee league.
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